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FOREWORD 


This is really more than any Art Director deserves. 


Not literally, but I scratch my metaphorichead frequently over the magic that has 
happenedhere. I’m clearly going to reincarnateas a silverfish, or one of those 
annoyinglittle plastic price tag fasteners you have to nibble off of shoppingmall 
clothing, because this time aroundhas been an embarrassmentof riches. What an 
amazing and diverse team we built. 


I couldn’t be more proud of the work we've done, or of the team of steely-eyed, 
bare-knuckled,‘Monsters of Art’ we assembledto do it—a team as wonderful 

to work with as they are talented. If you love Halo like we love Hala, this is 

the concept team you deserve.I can’t stress this enough-thisjust doesn’t 
happen. These talentedpeople finding themselvesin one place, working together 
seamlessly—whatyou’'re seeingis as close to magic as I have witnessed, 


It is importantto note that we were given great footingon this journey. Big thanks 
are owed to Bungie for crafting such an engaginguniverse,so completeand still so 
rife with opportunityand invention. 


So now let’s walk through this together. We've beaten this path for you, worn the 

ground with hurriedand carefulsteps so your footing will be easy. Pushed gentle 

grasses to the earth, pressed moss and mushroomsbeneath our heels, danced 

throughsharp rock and steel, through lava and light, through flame and physics. 

The groundis there, step carelessly Be careless.Free your eyes. Where you gaze 
_ is our currency.Look, LOOK, 


book is about caring deeply about the journey of your eyes, about striking the 
ativelight and dark and daring that carries you elsewhere, about respecting 
mble, magic squirmingthat happens deep in your skull. It’s a holiday as 
ssibleand as affordableas blinking. It’s a ride. 


Tickets, please. 


Kenneth Scott, Senior Art Director 
343 Industries 
June e0le 
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DAWN 


Halo 4's openingpresentsa vast and unexploredenvironment—the 
artificial Forerunnerworld, Requiem.Art DirectorKennethScott: 
“Early in developmentwe made the commitmentto use the full 


range of our arts arsenalto craft the player experience.Shape, 
language,and color help the player to ‘feel’ the narrativearcs.” 


OL 


THE MAW 


“We workedon the Requiemimage for quite a while. Our 
goal was to presenta planet whose form suggestedan 
epic beginning;its architectscapableof awesomefeats of 
engineering. "Nicolas ‘Sparth’ Bouvier 


Art DirectorKennethScott continues, “Isolationand mystery 
pervade the tone of our pre-visualizing.We believe it’s 
importantto anchorthe playeremotionallyin the fiction. The 
immense, epic scale of the Forerunnerconstructionintersected 
with our desire to tease the player’simagination—askingnore 
questionsthan we answered.” 


CRYOBAY 


“Spooky sci-fi spacesare deepin our art 
team’s DNA, so finding somethingakin to 
a hauntedhouse experiencehappened 
pretty rapidly. A lot of focus went into 


addingall the storytellingelements, 
building complexityfrom details that 
implied function, or spoke to something 


plausibleversus fantasy abstraction. 
Making the space believablewas 
importantto immersethe player.” 
KennethScott 


“We definitely wanted tu add a strong 
storytellingelementat this stage.” 
Sparth 
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REQUIEM 


“Chunks of ForwardUnto Dawnand Covenantships direct the eye 
to the point of interest, above. consideredwhat the massive 


area and smoky atmospherewould feel like. The closest thing to 
that immense power in our own world would be volcanic eruptions 


disrupt the meteorological patterns and deform the clouds, 


‘& “Everything leading towards a spot of light, hope for the Master Chief’ 


or burningwar-zones. The piece below was challengingbecause 
everythingneededto be visible. We also wanted to depict how light 
would work in an enclosedworld like Requiem.I gave the horizon 
warm spots of light as if comingfrom mini ‘suns’ or spotlightson 
the distant ceiling.” John Liberto 
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[EM» STRANGEWORLD 


“Requiemneededto be impactful;it neededto 
take the player back to the epic mystery and 
nostalgiaof exploringthe first Halo video game 
a decade ago. Makingweird and alien spaces 

is not terribly challenging.Keepingthem from 
falling into abstractionor failing to be believable 
is. Keepingthe player investedand finding those 
keys to keepinghim or her immersedwas our 
goal.” KennethScott 


EXPLORATION 


“In the ForwardUnto Dawn hangar (above) I thought of the pods “Regardingthe image below, KennethScott told me that first 

as huge bullets, loadedinto a device that shootslike a gun.” sightingsof Forerunnerareas shouldresembleancient Cambodia 

John Liberto Vegetation,even mountains,must grow aroundthese ever-lasting 
structures,” John Liberto 


COURTYARD 


John Libertoasked himself, “What makes 
an interestingelevator?”He explains, “In 
this case I came up with the ingenious 
design of having stairs leadingup to it. 
Maybe not very good for utility, but it 
gives playersa chanceto explorethe 


architecturewhile finding the way in. 


For the device shown on the right of the 
page, we were still exploringthe design 
of the ForerunnersIf only I could 
rememberwhat it does [now].” 


4 An imposing Forerunner structure. 


SKYBOXES 


“[In our] early sketchesof the ceiling 

of Requiem, the challengewas to find a 
solution for the light source — spotlights, 
or a miniaturesun,” reveals John Liberto 


TERRAIN 


“The artwork on these pages shows some of the very first designs 
from the pre-productionphase that beganin 2009. This would be 
three years ahead of launch, a time where art directorKenneth 
Scott's team first developedand sketchedthe very locationsthat 
the Master Chief and his new enemieswould eventuallytread.” 
Sparth 


“This art is amongthe first successful 
imagerywe createdthat we thoughtbest 
representedthe visual directionand design 
principlesfor anythingForerunner Despite 
having spenta full year focusingon the 
matter, we were only at the beginningof 
our research. 


One of the designprincipleswe wantedto 
implementfor our Forerunnervisuals was 

to always have a degree of accidentin the 
shapes It introducedan elementof surprise 
throughthe designthat stuck pretty well 

to the alien nature of the ForerunnersSo, 


S» FORERUNNER 


we have an assemblyof smartgeometric 
shapesall boundtogetherwith smaller 
and slickersurroundingstructures,with 
surfacesthat look and feel like metal, 
though they are not, and shapesthat are 
solid, strong, and organized 


In a game like Halo, you're always on your 
guardto avoid enemiesand incoming 
surprises.It’s the same for designia 
constant, yet intentionally-brokenrhythm 
for anythingForerunnerencapsulates 
the feeling of otherness,abnormality,and 
weirdness.” Sparth 


PYLON 


“The upperright piece is one of the very 
first conceptsthat we did. So, as you can 
see, while there was much iteration of 
the pylon detail, we beganwith a solid 
design that did not need to be modified 
drastically. 


The atmosphereswere largely basedon 


the initial mood boardsdone by Kenneth 


with the deep blues, all of which were 
createdearlier.We kept the same lighting 
and mood throughoutthese pieces.” Sparth 


CRYPTUM 


‘A ‘Infinity’ jungle concept art 


JUNGLE 


When the Infinity crashesonto Requiem 
the safety of its crew becomespriority 
one for the Master Chief, hurryingto 
beat the Didact’s Prometheanarmy to 
the crashsite. With the aid of Cortana, 
the Chief traversesthrougha lush 

and exotic jungle where he encounters 
additionalPrometheanenemies. 


INFINITY 


At 3.5 miles long, the UNSC Infinityis the largest and most 
powerfulvesselto ever join the fleet. Its formidablesize and 
combinationof human and Forerunnertechnology,make the 
Infinityperfectfor its first peacefulassignment. 


“When integratingForerunnerdesignsinto the UNSC 
industrialdesignsof the Infinity you see that there are 
similarities. These resemblancescome from the fact that we 
had to consciouslyapply similarities(though, often the UNSC 
designsare similar in details anyway). 


We [made] a big effort to separatethe two differentdesign 
philosophiesat the end, becauseof previousfeedback.We 
wanted to bring the UNSC to a new level and when you are 
workingon everythingat the same time it is hard to bringin 
new angles and shapes—especiallwhen it's all being done 
simultaneously.”Sparth 


INFINITY 


Our design philosophyfrom Kennethon the interior spaces of the 
UNSC ships is very much engraved,relying on the initial design 
from specific milestonemovies from the 80's. At the time, these 
movies were very innovative and that is where our roots are and 
then we renewwith the best. The only thing we wanted to do was 


Se — 1 


improve the visual rhythm. We focusedon patternand rhythm 
throughout.We weren't trying to revolutionize—wewere trying to 
have a patternedrhythm within the level and we were very picky in 
that regard.” Sparth 


ENTERING REQUIEM 


When UNSC Infinity crasheson the Forerunnerworld of Requiem, 
the chief mechanic’spersonalWarthogis sent tumbling. Due to 
the Warthog’srenownedengineering,the only damageit suffersin 
its 200-metertumble is the loss of its mirror decorations(which 
were in violation of UNSC codes anyway) 


ECLAIMER 


How to best convey a device capableof ensnaringa UNSC 
warship? John Libertodescribesthe stages: “This Gravity 
Well went througha lot of iterationsbefore Nicolas 


proposedhaving the tower split into three pieces, rather 
than just making anothersingle tower. The design floats 

aroundthe glowing sphere, creatingan attractingforce, 

that also causesnearbyrocks to float.” 


This concept s! 


y Well can be controlled 


GRAVITY WELL 


“This is an early sketch (right) of the Gravity Well tower that later got redesignedinto the 
design featuredon page 53. We felt that this design was not originalenoughand was based 
on just one tower.” John Liberto 
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MAMMOTH 


SHUTDOWN 


PURSUIT 


Aerial combatin Halo 4 featuresroller-coaster 


flights throughoutthe campaign.One of the 
first steps of creatingthese incredibleevents 
starts with the conceptteam submittingtheir 
impressionof the motion and kinetic tension 
they envision. This is then handedoff to the 
designteam to actualizeand replicate 


06) ENVIRONMENTS» SHUTDOWN» PELICANFLIGHT 


“These scenesare of spires floatingnear the ceiling of Requiem. 
Light sourcesfrom betweenthe outer shell illuminate portionsof 
the landscapeand clouds, much like spotlightsin a hotel lobby. 

It gave us opportunityto play with light and dark, showing off the 
silhouettesof the spires while creatingdynamicson the planet 
surface.” John Liberto 


A Artist; John Liberto 


ENVIRONMINTS 63 


(06) ENVIRONMENTS» SHUTDOWN» REQUIEMCEILING 


“I tried to think of how clouds would react when enclosedbetween 
two surfaces.Maybe there is no wind, formingcloud shapesinto a 
very nebula-like state, slowly drifting downwardsand separating 
from themselvesas time went by.” John Liberto 


& Artist: John Libert 


64 ENVIRONMENTS 


The Ivanofforbital station was built 

for the purposeof studyingForerunner 
technology.In Karen Traviss’ novel Halo; 
Glasslandswe learn that the Master 
Chief's mentor,Dr CatherineHalsey, is 
imprisonedon the Ivanoffas punishment 
for her controversialresearch. 


“When we did interiordesignsof the 
station, it was not only UNSC Industrial 
design but rather we were trying to 
createa scientifictechnologicalfeel.” 
Sparth 
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IVANOFF SPACE STATION 


“With the space station, we wanted to 

transcendreality. We have elementsfrom 
a lot of space programsbut we enhanced 
them to a new level to give it a sci-fi feel 


while avoidinga conventionalfeel. We were 
basicallytrying for ‘this, but way much 


more’.” Sparth 


COMPOSER 


“There weren't specific challengeswhen creatingthe 
area that was built for humanuse, while still creating 


space for the Composerartifact. It just neededto 
be huge.” Sparth 


MIDNIGHT 


“This gigantic ship, belongingto the 
Didactis so huge that you have to fly 
throughit in a UNSC Broadswordfighter. 
For the artists, there was also room to 
experimentwith atmosphericsin a way 
that that you can’t really do when dealing 
with space.” John Liberto 
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NVIRONME MIDNIGHT» EARTH 


“It was like a slap to the face when! saw 
internetvideos of a very colorfulEarth’s 
surface[from afar]. Space can sometimes 
appearto be so lifeless, so in orderto 
paint somethinginterestingthere are rules 
[that need] to be broken,whichI don't mind 
as long as it looks cool.” John Liberto 


76 ENVIRONMENTS 


4 Forerunner defense turrets. 


Y “Aurora borealis shines across the Earth’s surface, whilst city lights blink in the shadows.” 
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2ONM PRE-PRODUCTION 


On taking the reins of this seminal 
franchise,Art DirectorKenneth 
Scott confides, “It would have been 
saferto just move the expected 
look forward, but in the end 

We had to trustin the evolving 
Sophisticationof our audience 

end hope that they saw that we 
loved Halo every bit as muchas 
they did.” 


VIRONME PRE-PRODUCTION 


09 
“Getting to know the universewas exciting. Taking 
ownershipof it was terrifying. The fiction ran so deep 
and was so smartly threadedtogether, it carriedwith it 
a decade of love and devotionthat few other science- 
fiction series have enjoyed.” KennethScott 
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(01) UNSC » THE MASTER CHIEF 


“The goal was simple: player connection.We neededto 
make the player feel like a bio-engineeredsuper soldier 
wearing 800 Ibs of tank and jetfighter. Familiar details 
from real military vehicleshelpedimmenselywith the 
MasterChief’s physicality.Finding that sweet spot where 
a new team with fresh vision could take ownership 

yet remainfamiliar enoughto make a comfortable 
homecomingwas the biggestchallenge.” Kenneth Scott 
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THE MASTER CHIEF 
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CORTANA 


In additionto the Master Chief's trials, his AI companion 
Cortanafaces her own dilemmas. “Early in the project 
the team startedto plan ahead for the saga—Cortana’s 
rampancywas always a big beat, This image tries to 
captureher struggle.” Robogabo 
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CORTANA 


“The cool thing about pre-productionis coming 
up with crazy ideas. These are early explorations 
of how Cortanamight look. The image on the 

far left of the Chief and Cortanais important; 
it’s one of the first to get close to the final look 
that Kennethwanted for the Chief's armor. Is he 
showinghis back to Cortanaor protectingher? 
Is she about to rise or is she in need of help?” 
Robogabo 


(03) UNSC » SPARTANS 


Given their pivotalrole, getting the Spartansto look 
right was paramount."This is very early pre-production 
work on Spartans.We have pages full of these 
sketches—themore explorationthe better. The facing 
page is a ‘Build Your Own Spartan’ image mockedup for 
our multiplayerexperience.”Robogabo 


——e 96 NSC 


Artist: Robogebo 


SPARTANS 
Finding a way 
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UNSC » SPARTANS 


“Each version of the cover for Halo. 
Evolutions(left) has a differentreflection 
on the visor—onthe left is the red 
Spartan variation. The page opposite 
shows the new cover for the Fall of Reach 
novel, featuringJohn-117, Samuel-034, 
and Kelly-087, nicknamedRabbit. At the 
bottom there’s some brainstormingfor 
Spartanundersuits.”Robogabo 


04) UNSC » TROOPS 


“When designingthe soldierswe wanted to make a 
clear distinctionbetweenthem, the Spartans, and 
the ODSTs. One way was to use a very different 

color palette and variety in materials.” 
Robogabo 


FLEET OFFICERS 


05) UNSC » WEAPONS 


SMG (SUBMACHINEGUN) a 


BATTLERIFLE 


SPARTANLASER 


< 


SHOTGUN 


RAILGUN 


< 


STICKY DETONATOR 


MAGNUM 


Many weapon concepts were explored 
during the early stages af development 
and eventually fleshed out in detail, but, 
unfortunately, not all of them would be 
implemented into the final game. 


VULCANTURRET 
We try to introduce as much functionality 


and fiction reference| 


s we can, For 
example, we always use the same base 
attached to the Warthog but change the 
ammo box and cannon depending on the type 


of weapon that’s attached.” Robogabo 
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06) Ul VEHICLES 


MAMMOTH 


WARTHOG 
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PACKINGCRATE 


AMMUNITIONSBOX 


SUPPLY & MUNITIONSCONTAINER 
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UNSC DROP POD 
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REAR-GUNNERDETAIL 

“The back-and-forth for a complex 
vehicle starts with sketches. 
The goal here is to add 
shapes and detail that 
suggest functionality 

and purpose while 

still belonging in the 

sci-fi world.” 

Robogabo 


& Artist 
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FORWARDUNTO DAWN 


INFINITY 
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UNSC 


Artist: Robogabo 
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(01) COVENANT » CHARACTERS 


“At the bottom of the pageis really early explorationof the 
Elites and how they could adapt hard light for shields and 
weapons. Top row featuresmore close-to-final sketcheson the 
Elites. These would be taken to the next level of awesomeby 
Glenn Israel.” Robogabo 
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JUL M’DAMA(BLACK ELITE) 


FACEPLATES 


IVENANT 135 


JACKAL 


Colloquiallyknown as “Jackals,’the Kig-Yar are primarilyused as scouts, 
snipers, and temporarypolicingunits. Perhapsmore than any other member of 
the Covenant, the Kig-Yar have substantialvariety within their species, landing 
somewherebetweensaurianand avian classificationsby leading xenobiologists. 


COVENANT 137 *—— 


INFECTEDARMOR 


Paul Richards 


A Artist; Paul Richard: 


COVENANT 189 *—— 


02 » WEAPONS 


STORMRIFLE 


BANSHEE 


LICH 


Artist! John Liberto 
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CHARACTERS 


“We wanted to play aroundwith the idea 
of a secret twist within the Promethean 
Knights, and here is our first exploration 
of the face-splittingrevelation.Across 
the page is our idea of howa soul inside 
the Knights might appear after being 
defeated.” Robogabo 
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(04) FORERUNNER» CRYPTUM cRYPTUM 


154 JRERUNNER 


04 > WEAPONS 


SUPRESSOR 
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INCINERATION CANNON 


BINARY RIFLE 


a 


LIGHTRIFLE 


SCATTERSHOT 


a 


BOLTSHOT 


POWER UNITS 


FORERUNNERDEFENSES 
A fasci 1 glimpse at some of 


160 FORERUNNER 


MANTLE’SAPPROACH 
eaving Reqiuem requires that the Dida 


it of sketches from vari 


Arrangé ious artists used 
during a brainstorming session for transformation 
st bjects. 
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WAR GAMES 
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ENVIRONMENTS 


“For Halo 4 War Games, we wanted to show the diversity 

of Requiemand the Halouniverseat large. Whetheryou’re 
fighting at the base of an active volcanoor adrift on a UNSC 
starship,we tried to create unique momentsand locationsfor 
the player to explore. 


The multiplayercomponentof the game does come with its 
own set of challengeswhich requiredus to focus on scale, 
lighting, atmosphere,and varied locales. The conceptwork 
on the following pages was vital to our success.Sparth 


would generallyhandle the broad inspirationalpieces that 
defined what the map would become.From there, he was kind 
enoughto lend us two conceptartists from his team who 
worked directly in the pit with my environmentartists. This 
collaborativerelationshiphelpedtremendouslyas the concept 
artists were there to adjust, refine, and iterate on the levels 
for the best possibleresult.” Derrick Hammond 
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ENVIRONMENTS 


“These pagesrepresenthow monolithic 


Forerunnerartifacts and structuresare 
being studiedby the UNSC in hopes of 
unlockingtheir hidden powers. It was 
importantfor us to push large-scaleand 
gravity-defyingstructuresin Forerunner 
architectureto show their technological 
superiority.” DerrickHammond 


ENVIRONMENTS 


“These sketchesare hugely usefulto our 
environmentartists becausethey relay 
so much detail.” DerrickHammond 


A “The evergreens and lush landscape pay homage to Halo g as -k Hammond 


ES» ENVIRONMENTS 


“Two of the more visually-opposed 
locations: The volcanic map was designed 
to be aggressiveand intimidating—we 
pushedfor jagged silhouettesand warm 
color palettes to give an ominousand 
threateningtone to the environment. 
The jungle map focusedon atmosphere 
and mystery,re-using some campaign 
assets but with a nighttimesetting to 
differentiateit.” DerrickHammond 


EXILE 


Set years after the UNSC Diadochis violent 
crash, ‘Exile’ (bottomright) is a multiplayer 
environmentembeddedin a grassy canyon at 
the edge of the vessel's debrisfield. 


The Diadochis survivorsused pieces of 


the ship for makeshiftsheltersin order 

to endurethis exotic, unchartedworld 
while they awaitedrescue. The stern of the 
Diadochi(top right) remainslargely intact, 
overshadowinga portionof the map. 
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ENVIRONMENTS 


‘Ravine’ (right) is a multiplayermap set 
high above one of Requiem'svast oceans. 
The large, floating Forerunnerstructures 
are all part of a single defensive 
fortification(left), similar to a castle’s 
battlements. 


Like a handfulof others, this map is 
designedfor Forge—amap editor mode 
that allows playersto populateand 
customizethe environmentwith objects, 
weapons, and vehicles of their choosing. 
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“For the multiplayerSpartans,we had 
the basic designand an initial target of 
40-somethingarmors, all with different 
parts but sharinga commonunder-suit.” 
Robogabo 
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Thereis an exceptionalamount of work that is done before the artists 
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